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Abstract In spite of lots of differences in the production process of film animation, the animating method
through computer is not much different between game animation and film animation. It is because the
principles of film animation are also emphasized for the production of game animation. This study aims to
consider the line of action showing the direction of movement and flow of energy among many considerations
for the character pose work in case when producing game animation. Starting from the basic theory of
drawing, the line of action plays a role of bible in the pose work including cell animation and 3D animation.
After examining the theoretical background through preceding researches in order to understand the application
of the line of action to the pose work of game characters, the poses of hero characters of a 3D online game
'Over Watch' were collected and then lines were directly drawn to analyze them. And as a result, the pose of
characters with simple and clear 'Line of action' was good. This study aimed to consider the expression
techniques of character pose in the production of game animation, which is expected to be used as an
important reference for game animators at work.
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LINE OF ACTION

AN IMAGINARY LINE EXTENDING THROUGH THE MAIN ACTION OF THE FIGURE IS5 THE
"LINE OF ACTION." PLAN YOUR FIGURE AND ITS5 DETAILS TO ACCENTUATE THIS LINE. BY
DOING SO, YOU WILL STRENSTHEN THE DRAMATIC EFFECT. THE FIRST TO DRAW WHEN
CONSTRUCTING A FIGURE IS THE LINE OF ACTION.

WRONG | THE LINES OF ACTION CORRECT! THE LINES OF ACTION
DO NOT FIT. FIT AND ARE ACCENTUATED.

Sourcel : Preston Blair, Cartoon Animationl, Line of Action, p90

[Fig. 1] Line of Action
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Sourcel:https://www.google.com/culturalinstitute/beta/asset/discu
s—thrower—discobolus/mQH2-KebqYbWBQ?hl=ko
Source2:https://marlboroughnz.com/guides/eco-environment/dolph
ins
Source3:https://onedio.com/haber/spor-olarak-adlandirilmamasi-g
ereken—aktiviteler-344768

[Fig. 2] Line of Action in the real picture
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<Table 2> 'TRACER's Line of Action(LOA)

TRACER

LOA b’

<Table 3> 'REINHARDT's Line of Action(LOA)
REINHARDT
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<Table 5> 'MEI's Line of Action(LOA)

MEI
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Source:http://floobynooby.blogspot.com/2011/01/lines-of-actio
n-mickeys—christmas-carol.html

[Fig. 3] Line of Action in 'Mickey's Christmas Carol'
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