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Press release 

 

CaixaForum Barcelona hosts the presentation of a show devoted to the history 

of a studio that revolutionised the world of animated film 

     

“The art challenges the technology. Technology inspires the art.” That is 

how John Lasseter, Chief Creative Officer at Pixar Animation Studios, 

sums up the spirit of the US company that marked a turning-point in the 

film world with its innovations in computer animation. This is a medium 

that is at once extraordinarily liberating and extraordinarily challenging, 

since everything, down to the smallest detail, must be created from 

nothing. Pixar: 25 Years of Animation casts its spotlight on the challenges 

posed by computer animation, based on some of the most memorable 

films created by the studio. Taking three key elements in the creation of 

animated films –the characters, the stories and the worlds that are 

created– the exhibition reveals the entire production process, from initial 

idea to the creation of worlds full of sounds, textures, music and light. 

Pixar: 25 Years of Animation traces the company’s most outstanding 

technical and artistic achievements since its first shorts in the 1980s, 

whilst also enabling visitors to discover more about the production 

process behind the first 12 Pixar feature films through 402 pieces, 

including drawings, “colorscripts”, models, videos and installations.  

 

 

 

Pixar: 25 Years of Animation. Organised and produced by: Pixar Animation Studios 

in cooperation with ”la Caixa” Foundation. Curator: Elyse Klaidman, Director, Pixar 

University and Archive at Pixar Animation Studios, and Maren A. Jones, Exhibitions 

Program Manager at Pixar Animation Studios. Place: CaixaForum Barcelona (Av. DE 

Francesc Ferrer i Guàrdia, 6-8). Dates: From 5 Februat to 3 May 2015. 

 

#expoPixar @CaixaForum 
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Bob Pauley, Woody and Buzz (Toy Story, 
1995), reproduction of a marker and pencil 
drawing © Disney/Pixar 

 

Barcelona, 4 february 2015. Elisa Durán, assistant general manager of ”la 

Caixa” Banking Foundation, and Maren A. Jones, Exhibitions Program Manager 

at Pixar Animation Studios, has opened the exhibition Pixar: 25 Years of 

Animation at CaixaForum Barcelona. 

 

Within its cultural programme, ”la Caixa” Foundation focuses particularly on 

basic artistic manifestations that have played key roles in shaping the 

contemporary sensibility. This line of action features exhibitions devoted to the 

world of film, which, with photography, is amongst the most characteristic 

artistic genres of the 20th century. Accordingly, the Foundation has organised 

retrospectives devoted to such great names in cinema history as Charles 

Chaplin, Federico Fellini and Georges Méliès, and has engaged in such 

projects as The Cinema Effect. Illusion, Reality and the Moving Image. 

 

To these must now be added Pixar: 25 Years of Animation, an in-depth review 

of the work of this pioneering computer animation company. The show first 

opened at the Museum of Modern Art (MoMA) in New York in 2005 since then it 

has toured exhibition centres around the world, including, amongst others, the 

United Kingdom, Japan, Australia, Mexico, China, 

Italy, Germany, Holland and France. 

 

Pixar: 25 Years of Animation now opens at 

CaixaForum Barcelona, featuring an updated 

selection of works, thanks to the cooperation 

between Pixar Animation Studios and ”la Caixa” 

Foundation. Showcases the movies that this 

pioneering studio has produced since Toy Story 

(1995), the first feature film created wholly using 

digital animation effects. Since then, Pixar 

Animation Studios has produced 14 animated films 

that have been acclaimed by audiences and critics 

alike, garnering 30 Academy Awards and 7 Golden 

Globe Awards to date. 

 

John Lasseter, Chief Creative Officer at the US animation studio, insists that, in 

order to create a good animated film, it is essential to develop three aspects 

particularly: the characters, the world and the story. Accordingly, the exhibition 

explores these three facets in each of the twelve films that are examined. This 

will enable visitors to learn how these films were conceived, how the plots 

emerged, how the characters were brought to life, how the atmosphere was 
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John Lasseter, Luxo Lamp (1986), reproduction of pastel drawing. 
© Disney/Pixar 

 

designed and how everything was developed until the films were ready to be 

presented on cinema screens around the world. 

 

The show features many of the sketches and drawings that are so essential for 

creating scenes, revealing the talent and imagination of the artists involved and 

highlighting the importance of teamwork and cooperation amongst artists 

engaged in different fields. In all, the exhibition comprises 402 pieces, including 

drawings made using different techniques, “colorscripts”, models, videos and 

installations.  

 

The closing section in the show is reserved for the company’s short films, 

essential works in the development of new animation technologies and artistic 

languages. Moreover, two sections are devoted to installations, Artscape and 

Zoetrope. Artscape, produced especially for the exhibition, comprises an 

immersive, wide-screen projection of digitally processed images that gives the 

viewer the sensation of entering into and exploring the exquisite details of the 

original artworks, whilst the Toy Story Zoetrope introduces the basic principles 

of animation in the most spectacular and educational fashion. 

 

 

Pixar: the relation between art and technology 

 

Twenty-five years ago, only a few specialists had heard of computer animation. 

A quarter of a century on, Pixar is a symbol of talent and innovation in animated 

film, a world that the studio has 

revolutionised by the use of the latest 

technologies.  

 

Behind all Pixar short and feature 

films is a combination of artists that 

employ traditional techniques –

drawing, painting, sculpture, pastel– 

and others that use digital media. The 

work of most of these artists focuses 

on the project development stage, 

when the story and the general 

appearance of the film are created.  

 

Pixar: 25 Years of Animation also focuses attention on the challenges posed by 

computer animation. On the one hand, the artist enjoys extraordinary liberty; the 

only limits are those each chooses for him or herself. On the other hand, 
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Bob Pauley, Mate (Cars, 2006), reproduction of pencil drawing. 
©Disney/Pixar 

however, everything must be calculated; the tiniest detail requires enormous 

effort and many hours of preliminary work before we get to the computer. 

However, before this digital world is built is the development stage, when the 

artists are most free, and Pixar encourages them to explore as much as 

possible, to give their imagination free rein. In turn, their art inspires the studio’s 

storytellers and filmmakers to 

new heights. As Lasseter says: 

“Computers don't create 

computer animation any more 

than a pencil creates pencil 

animation. What creates 

computer animation is the artist”. 

 

The show also explores concepts 

such as the verisimilitude 

necessary to enable audiences to 

interpret the artists’ creations. 

With the right percentage of realism, the film becomes completely believable, 

and this verisimilitude depends on the consistent application of the rules that 

govern the film world. The result is a world that is at once new and 

recognisable, fictitious yet intuitively real. 

 

Using examples from a dozen Pixar films, the exhibition provides a detailed 

description of the production process. This involves a transformation from the 

initial ideas and words to drawings and then digital models that finally lead to a 

world full of sounds, textures, music and light. This description includes such 

essential steps as the development of the storyboard and the digital storyboard, 

the “colorscript”, the design of characters and sets, the production and study of 

models, dialogue recording, rendering and sound and the creation of the 

soundtrack. 
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Greg Dykstra, Russell (Up, 2009), cast urethane 
sculpture. ©Disney/Pixar 

Exhibition sections 

 

The exhibition studies three key aspects –character, world and story– in the 

development of the following films: 

 

- The Toy Story trilogy (1995 / 1999 / 2010) 

- A Bug’s Life (1998) 

- Monsters, Inc. (2001) 

- Finding Nemo (2003) 

- The Incredibles (2004) 

- Cars / Cars 2 (2006 / 2011) 

- Ratatouille (2007) 

- WALL·E (2008) 

- Up (2009) 

 

Character 

Characters in films are vehicles; they drive 

the story and give the audience something 

to hang on to. A good character is filled with 

hopes, wishes, aspirations, ideas and 

passions. In a great character, we see 

ourselves reflected and, at that precise 

moment, rise up from our seats and 

become part of the film. Pixar artists believe 

that a character should be imbued with 

sufficient quality to live outside the 

framework of the film itself.  

 

World 

Pixar films give artists the chance to create 

imaginary universes and to bring these to 

life on the screen. If they wanted to show 

us the real world, then an ordinary film 

camera would suffice, but the places they want to take us to do not exist, so 

these worlds have to be made for the purpose, with the most painstaking 

efforts. 

 

Although Pixar worlds are imaginary, they are still governed by certain rules, 

which provide a narrative frame for the film. For example, although the toys in 

Toy Story are alive, they always make sure to seem like proper toys when 

human beings are present. They do not possess supernatural powers, and are 
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limited by their actual size. Like us, they have day-to-day responsibilities and 

must tend the bonds that unite them. 

 

Story 

Animated film is not just moving images; it is also lives and conflicts. Pixar 

devotes around three-quarters of the creation of a film to the story, starting with 

an original concept, writing a script and creating a visual representation using 

storyboards and story reels. Story reels are full preliminary editions using the 

illustrations from the storyboard (a graphic script), accompanied by dialogues, 

music and provisional sound effects. 

 

Building up a story is a long, collaborative process in which different versions 

are created, improved, polished, cared for and distilled in order to obtain their 

essence, which is what finally appears on the screen. 

 

 

Artscape 

 

Artscape is an amazing audiovisual experience created especially for this 

exhibition. The film that visitors will see in this installation compresses the time 

required to convert a hand-made drawing into a finished film, creating a 

cinematic experience in which spectators become immersed in the artwork. 

Artscape shows us what Pixar artists saw when they created the works that 

feature in this show, giving us an idea of what it feels like to actually make these 

films. In short, visitors can relive the artistic process that Pixar’s creators once 

experienced. 

 

The original art that forms the basis of Artscape was produced by a number of 

Pixar artists who worked with conventional techniques such as pastel, charcoal 

and watercolour for all the studio’s movies, up to Toy Story 3. Many of these 

original illustrations are featured in the exhibition. Artscape uses digital 

technology to explore simulated 3D moving art, giving visitors a glimpse of the 

way in which conceptual art inspires the imagination of an entire film production 

team. 

 

 

Zoetrope 

 

The zoetrope, patented in the United States in 1867, was a popular form of 

home entertainment in the late-19th century. The device, which worked by 

rapidly spinning a sequence of static images within a cylinder, demonstrated the 
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Toy Story Zoetrope, 2005. Wood, aluminium, brass, steel, glass, 
plastic and plaster. ©Disney/Pixar 

 

basic principles of animation before the invention of film.  

 

The Pixar Toy Story Zoetrope revives these basic principles to present well-

known characters from the films Toy Story and Toy Story 2 in a modernised 

version of the Victorian artefact that created the illusion of movement.  

 

Animation is based on a sequence of 

18 pictures, each represented by a 

3D figure of a character, a “model”. 

These figurines are placed at certain 

points on the disc, which turns at one 

revolution per second. A strobe light 

illuminates each frame, freezing it so 

that the human eye perceives each 

frame of movement of the character 

as a single image. When our eyes 

see all these frozen images in quick 

succession, they are joined by an 

“apparent movement” effect, creating 

the illusion that they are coming to life. 

 

The Toy Story Zoetrope is based on the three-dimensional Totoro Zoetrope at 

the Ghibli Museum in Mitaka (Japan).  

 

 

The first Pixar shorts 

 

This section features the first short films directed by John Lasseter. These 

productions, which served as a testing ground for advances in technology to 

create computer images range from the first mathematical surfaces created for 

The Adventures of André and Wally B. to the use of more complex forms 

required for the character of the baby in Tin Toy. 

 

The creative advances made in these films illustrate the evolution of John 

Lasseter, as he moved from working as an individual animator in a new 

medium, creating such memorable characters as Luxo Jr., to heading a team of 

artists animating a large cast in Knick Knack. 

 

These shorts testify to the successful fusion between evolving technology and 

creative art. 
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Company timeline 

 
1979 Ed Catmull, later to become one of the founders of Pixar, is recruited by 

George Lucas to head the Lucasfilm Computer Division. At Lucasfilm, the 

team that will finally become Pixar, formed by Loren Carpenter, Rob Cook and 

Ed Catmull, works on developing REYES (Renders Everything You Ever 

Saw), an algorithm or system of rules used to render a scene. REYES 

evolves over time into RenderMan®, the standard system used for digital 

environments in Hollywood.  

 

1984 John Lasseter, an animator trained at the Disney factory, joins the Lucasfilm 
Computer Division. His first computer-animated short, The Adventures of 
André and Wally B., is released at SIGGRAPH, the Special Interest Group on 
GRAPHics and Interactive established by ACM, the Association for 
Computing Machinery. 
  

1986 Steve Jobs takes over the Lucasfilm Computer Division and establishes an 

independent company, Pixar. Ed Catmull, vice-president of the Lucasfilm 

Computer Division since 1979, becomes co-founder and technical director of 

Pixar. At this time, Pixar has 40 employees. 

Luxo Jr., Pixar’s first animated short, is premiered at SIGGRAPH. 

 

1987 The Pixar short Red’s Dream shows remarkable progress in the degree of 

complexity of animation, including rain, organic and mechanical models, 

different light sources and a variety of sets.  

 

1988 The Pixar short Tin Toy, the studio’s most technical complicated effort to date, 

stars a human baby and a one-man-band toy whose parts move constantly. 

 

1989 Pixar launches RenderMan® software. Designed by Pat Hanrahan, this 

programme enables digital artists to break down a scene into layers of 

instructions. RenderMan also includes a mechanism for shading and 

illuminating images. Pixar’s latest short, Knick Knack, tells the hilarious story 

of a snowman trapped in a snow globe. Different features of RenderMan® are 

used to create the snowflakes and stones, such as procedural shading and 

texturing, autoshade, motion blur and the particle system. 

Tin Toy wins the Academy Award for Best Animated Short and becomes the 

first computer animated film to win an Oscar.  

 

1991 Pixar and Walt Disney Studios join forces to develop, produce and market up 

to three animated feature films, the first of which is provisionally titled Toy 

Story. 

1995 The company founds Pixar University, the internal training department, to 

teach new employees how to use the studio’s tools and to learn about the 

work of their colleagues. 

Toy Story, the first wholly computer-animated film, is released. Distributed by 

Disney, this becomes the highest-grossing movie of the year.  

Pixar is floated on the stock market a week after the premiere of Toy Story, 
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beating Netscape Communications as the year’s biggest public offering. 

 

1996 John Lasseter wins an Academy Special Achievement Award for his work on 

Toy Story, the first animated film to be nominated for the Oscar for Best 

Original Screenplay. 

 

1997 Premiere of the short Geri’s Game, directed by Jan Pinkava. This is the first 

Pixar production to star a human being as the central character. 

Pixar and Disney sign a new agreement to co-produce a further five films.  

 

1998 Geri’s Game wins the Oscar for Best Animated Short. 

Pixar’s second feature film, A Bug’s Life, is released. Taking the United States 

by storm, it becomes the year’s highest-grossing animated movie. 

 

1999 Release of Toy Story 2, the first film in history to be entirely created, mastered 

and exhibited digitally. The movie smashes all box-office records in the United 

States, the United Kingdom and Japan. 

 

2000 In For the Birds, a short directed by Ralph Eggleston, the production team 

discovers how to simulate feathers, paving the way for Sulley’s plumage in the 

forthcoming Pixar feature film, Monsters, Inc.  

Pixar moves to the city of Emeryville, in California. The new facilities are 

housed in the former home of the Oakland Oaks baseball team. 

 

2001 Ed Catmull, Chief Creative Officer since he joined the firm, becomes president 

of Pixar. John Lasseter signs a ten-year contract with Pixar to work 

exclusively for the studio. 

Monsters, Inc., directed by Pete Docter, is released.  

Pixar now has 600 employees. 

 

2002 The songwriter Randy Newman wins the Academy Award for Best Song for If 

I Didn’t Have You, from Monsters, Inc. After fifteen nominations, this is 

Newman’s first Oscar. 

For the Birds wins the Oscar for Best Animated Short. 

 

2003 Finding Nemo, written and directed by Andrew Stanton, is released. On its 

first weekend, the film beats all box-office records for animated movies in the 

United States, becoming the eighth-highest-grossing movie of all time. 

Boundin’, directed by Bud Luckey, is one of the first Pixar shorts in which the 

characters talk. 

 

2004 Finding Nemo wins the Oscar for Best Animated Film. The DVD is the biggest 

all time seller.  

The Incredibles is released. Directed by Brad Bird, the film features twice as 

many sets as is customary, and more than 2,200 shots. 

 

2005 The studio’s first external exhibition, entitled Pixar: 20 Years of Animation, 

opens at the Museum of Modern Art (MoMA) in New York. 
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The Incredibles wins two Academy Awards, for Best Animated Film and Best 

Sound Editing. 

 

2006 Disney announces an agreement to take over Pixar Animation Studios in an 

operation financed entirely by shares. Ed Catmull is appointed as president of 

Pixar and Walt Disney Animation Studios, and John Lasseter becomes 

creative director at both studies, as well as a creative advisor to Walt Disney 

Imagineering. 

The film Cars is released. 

 

2007 Ratatouille, Brad Bird’s second film for Pixar Ratatouille, is released. 

Lifted, directed by Gary Rydstrom, wins the Academy Award for Best 

Animated Short. 

 

2008 WALL·E, Andrew Stanton’s second film for Pixar, is released. 

Ratatouille receives five Oscar nominations, winning the Academy Award for 

Best Animated Film. 

 

2009 WALL·E wins the Oscar for Best Animated Film. 

UP, directed by Pete Docter, is the first animated movie ever to open the 

Cannes Film Festival.  

Partly Cloudy, a short directed by Peter Sohn, is released. 

 

2010 UP is nominated for five Academy Awards, winning two Oscars: for Best 

Animated Film and Best Soundtrack. 

Toy Story 3, directed by Lee Unkrich, is released in Disney Digital 3D and 

IMAX® 3D. Toy Story 3 becomes the biggest box-office hit of the year and the 

highest-grossing animated film of all time. 

Day and Night, directed by Teddy Newton, is nominated for the Oscar for Best 

Animated Short. 

 

2011 Toy Story 3 receives five Oscar nominations, winning in the Best Animated 

Film and Best Original Song categories. 

John Lasseter’s fifth feature film, Cars 2, is released. Premiere of the Pixar 

short Toy Story Toons: Hawaiian Vacation, directed by Gary Rydstrom. La 

Luna, a short directed by Enrico Casarosa, is also released. October 5: Steve 

Jobs dies. A memorial in his honour takes place at Pixar headquarters. 

 

2012 La Luna, directed by Enrico Casarosa, is nominated for the Oscar for Best 

Animated Short.  

The film Brave, directed by Brenda Chapman and Mark Andrews, is released. 

In the summer, “Cars Land” opens at Disney California Adventure Park. 

 

2013 Brave is awarded the Oscar for Best Animated Film. 

The Blue Umbrella, a short directed by Saschka Unseld, is released. 

Premiere of Monsters University, directed by Dan Scanlon. 

 

2015 Pixar will release the film Inside Out and the short film Lava. 
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Further information: 

”la Caixa” Foundation Communication Department 

Josué Garcia: 93 404 61 51/ 638 14 63 30 / jgarcial@fundaciolacaixa.org 

http://www.lacaixa.es/obrasocial 

 

Multimedia Press Room 

http://prensa.lacaixa.es/obrasocial/ 


